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his booklet offers an alternative treatment of 
the Abbey of St. Markovia and the person 
calling themself the Abbot. It changes the 
layout of the Abbey grounds, as well as the 
motivation and activities of the Abbot. 
However, it doesn't change the overall role of 
the Abbot in the story of Lord Strahd, so it 
should be a straight drop in replacement into the campaign. 

Be advised: if you are a player in the Curse of Strahd 
campaign, reading this material will spoil some of the 
content in the original module. 


WHY CHANGE? 


The Abbot is one of the best parts of the Curse of Strahd - he 
is mysterious, powerful and utterly insane. He can be an 
antagonist or a bizarre ally. However, both his behavior and 
motivation can be modified to better fit the overall story. 
Similarly, the Abbey is a great place for exploration, with rich 
history and sinister ambience, but the original content 
doesn't take full advantage of it. I propose several 
improvements to both these aspects. 

First, we get rid of the Belviews. They aren't tied to the 
story except for Cyrus Belview in Castle Ravenloft. The party 
is unlikely to have encountered them before and be invested 
in their story. Furthermore, while their lot is definitely sad, 
their cartoonish looks fail to truly convey Abbot's madness. 
Instead, I propose that the Abbot tries to cure the 
Soullessness of Barovians. This idea was floated around on 
www.reddit.com/r/curseofstrahd and fits the overarching 
story much better. The party should know about some of the 
Barovians not having souls at this point and Abbot's futile 
attempts show both his hubris and insanity. 

The Abbey itself is amazing - it's a staple of gothic horror, 
with a grim backstory. The characters should be allowed to 
explore it and get a glimpse of the past. Furthermore, while 
the original module introduces some combat encounters, for 
example a Belview in the well or a flesh golem, they aren't 
well suited for a party of level 6 adventurers. These simple 
fights fail to convey the danger and establish the Abbey as a 
place of horror. I propose to change the Abbey into a proper 
dungeon crawl, with potentially multiple encounters. When 
the party reaches the Abbot, they should be weary and 
somewhat depleted, making the meeting tense and 
encouraging negotiation. 


How TO USE? 


Section The Aboot Reimagined explains the new role of the 
abbot and his activities in the Abbey. It also details how his 
presence and madness affect the Abbey and describes a few 
modifications to his stat block that allow him to operate in 
the abbey. This part replaces the section The Abbot in the 
original module Appendix D, page 225. 

The sections S5 to S29 describe the new, expanded Abbey 
grounds. This part replaces sections S5 to S24 in the 
original module, chapter 8, pages 146 to 156. Mind that the 
orientation of the Abbey grounds have changed compared to 
the original module. The reason for that are Morninglord's 
altars, which need to always face east, where the sun rises. 


This supplement uses several monsters from 
Mordenkainen's Tome of Foes. However, if you don't have that 
source book, it provides alternatives from Monster Manual. 


THE ABBOT REIMAGINED 


No creature in Barovia is older than the master of the Abbey 
of Saint Markovia in Krezk. This nameless holy figure, whom 
others call the Abbot, was drawn to the abbey after Saint 
Markovia died by Strahd's hand. He sought to restore the 
abbey after it fell to corruption, but was himself corrupted. 

No light. Despite his efforts the Deva clearly felt that the 
Abbey was devoid of Morninglord's presence. He quickly 
noticed the soulless and suspected they must be tied 
somehow why Lathander abandoned the land. He eagerly 
threw himself at the challenge, trying to overcome it with his 
medical knowledge, healing powers and unwavering piety. 
The Abbot was vaguely aware of Strahd's presence at the 
time, but the vampire steered clear of him. The angel didn't 
think a mere vampire could be behind the plague of 
soullessness and von Zarovich was content with merely 
observing the celestial's futile efforts. 

Despite his failures the Deva became convinced that the 
Morninglord sent him here and it was his purpose to heal the 
Barovians. More likely it was the Dark Powers that sensed 
his hubris, the false belief that Lathander had a special plan 
for him, and pulled the angel into their realm. Over time, as 
all his methods failed, the Abbot became erratic and 
reclusive, driving the people of Krezk away. Finally, he fell 
into despair. 

Enter Strahd. One day, Strahd von Zarovich decided to 
visit the Abbey. At first, the Abbot wanted to destroy the 
vampire. But somehow the deva realized that any attempt to 
slay Strahd would be futile-that the ancient curse upon the 
land meant that the vampire could never truly die, at least not 
in Barovia. Furthermore, the undead stressed that he only 
wanted to help. He lamented the curse afflicting him and his 
subjects and pleaded for help. According to the vampire, his 
own affliction and the lack of souls were connected and if the 
Abbot could cure one, he would also cure the other. Strahd 
was offering any help he could, to help the Deva find the way 
to give souls to Barovians. 

The Abbot succumbed to the temptation, bitter that his 
prayers and zeal remained unheard. He accepted both the 
dark knowledge that Strahd pried from the Amber Temple 
and a steady stream of subjects to experiment on. Lord von 
Zarovich promised they were all criminals and sinners, 
perfectly suitable to take part in experiments as their 
penance. He started performing blasphemous rituals from 
the Amber Temple, but instead of the results he expected, he 
turned the soulless Barovians into all kinds of monsters. 
Some of them he tamed and released into the abbey grounds 
as his servants. Others, he locked in the cells inside the 
convent house, in case he needs them in the future. 

Monstrous bride. Despite multiple experiments the Abbot 
failed to achieve success and over time his interest waned, 
replaced by apathy. However, recently he discovered a new 
approach:if he can't cure the Barovians, perhaps he can 
fashion a new breed of them that won't suffer from the 
strange affliction. Unfortunately, his first attempt at creating a 


flesh golem was unsuccessful. The creature was mindless 
and violent, and had to be confined to a cell This didn't 
discourage the deva and a recent conversation with Strahd 
gave him another idea. 

The vampire confided that he lost his only love in the past 
and perhaps that is the reason why he is trapped in Barovia. 4 ; 
The Abbot was delighted at the revelation, after all true love 9 e P ES 
could conquer any curse. The angel decided to give his next d bk 
creation a real purpose to become Strahd's beloved. He 
recently completed work on a flesh golem bride made entirely 
from only female body parts. While his victims and previously 
constructed monsters languish in the cells, the Abbot is PEN $ 
giving his creation lessons in etiquette and ladylike conduct E 2 R ed 2 v AS 
so that "she" can be formally presented to Strahd and win his + te as 

Strahd has no interest in a flesh golem bride, but he enjoys O A. ASE SEC Ee 
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corrupting this once angelic being and driving the Abbot to - eT ey 
commit further acts of depravity. 


Statistics. Use deva stat block in Monster Manual, but É 
change Abbot's alignment to lawful evil Additionally, the E 
Abbot can cast regenerate once a day and has proficiency in “e 
Medicine (+7). 
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ÁREAS OF KREZK 
S5: WINDING STEPS 


The stone steps that hug the cliff are five feet wide, cracked 
and weathered by the elements. These stairs must be ancient, 
far older than the walls of Krezk. Perhaps older than Strahd 
himself. The ascent is slow and treacherous, and the air grows 
colder near the top. 


The steps climb 400 feet, doubling back on itself twice before 
reaching S6. 


ÁREAS OF THE ABBEY 


The following areas correspond to the labels on the map of 
Abbey of St. Markovia on page 3. 

Most of the windows in the abbey are slender, with leaded 
glass inside. They were initially intended as murder holes, in 
case the convent house was besieged. The only exceptions 
are northern windows on the second floor in the nursery and 
the hospital, where the windows are much larger. The leaded 
glass is translucent - good for letting in light but not good for 
seeing through. In many rooms on the first floor the glass is 
broken. 

The abbot keeps the some halls of the convent house lit, 
casting continual flame on empty torch sconces. The lighting 
will be explicitly mentioned in each chamber. 


S6: WEST GATE 


The road from the village climbs above the mist to the wide 
ledge on which the abbey is perched. A light dusting of snow 
covers the trees and the rocky earth. 

The gravel road passes between two small, stone 
outbuildings, to either side of which stretches a ten foot-high, 
three-foot-thick wall made from large stones. Blocking the 
road are iron gates attached to the outbuildings by rusty 
hinges. There is an iron chain with a padlock on the other side 
of the gate. 


Viewed from the outside the buildings of the abbey stand 
quiet. The convent house dominates the abbey's grounds. A 
belfry protrudes from the northern part of its rooftops, which 
also sports several chimneys. The eastern one is billowing gray 
smoke. 


The iron gate is locked by the padlock, which can be opened 
by a character who succeeds ona DC 15 Dexterity check 
using thieves’ tools. The hinges squeal loudly when someone 
opens the gate. Scaling the walls or the gate requires a 
successful DC 15 Strength (Athletics) check. If multiple 
characters try to do that, use a group roll, as they will help 
each other. On a failure the party is able to get to the other 
side, but will alarm the creatures from S8 that will come out 
to investigate and likely surprise the party. 


S7: CHAPEL 


This stone building is over 50 feet high tall with a double 
arched wooden door and pitched roof. The top part of the 
door is carved into a relief of a rising sun. There are claw marks 
on the wood, as if some savage beast ravaged against it. Above 
the door there is a marble plate fastened to the wall with faded 
gold letters. 


The marble plate says on top: "Chapel of St. Markovia" and 
below in smaller font: "May her light cure all illness." The 
words are only visible upon closer inspection. If the 
characters enter the chapel, read the following: 


An aisle with pews on both sides runs through the building. 
The right side of the aisle is in the complete disarray - the roof 
above has caved and collapsed. There are rafters, shingles and 
pieces of broken benches everywhere. Shafts of light 
penetrate the otherwise dark space. 

Immediately to the right from the main door are spiral steps 
that lead towards a wooden balcony, supported by several 
beams. On the left side of the aisle, roughly two-third of the 
way perches an elevated pulpit with short stairs. 


On the eastern wall there is a 30 feet tall stained glass 
window depicting a young, handsome man in white robes. 
Behind him the sun is rising. The stained glass is dirty and 
broken in many places, shards of colorful glass can be seen 
here and there. Directly below the window lies an overturned 
marble altar. 


The balcony holds a couple more benches, but nothing else of 
value. 

The chapel is guarded by two vampire spawns and a 
nothic - all results of Abbot's experiments. The Abbot is 
afraid of entering the chapel, so he dispatches these 
wretches. They are supposed to protect this place from 
desecration and maintain it, but obviously they couldn't care 
less. They are insane and will attack on sight, fighting to 
death. The nothic rests behind the pulpit, which gives it 3/4 
cover. One vampire spawn lounges on a bench downstairs, 
the other on a bench on the balcony. The creatures will leave 
the chapel if alerted by noise outside. 

If the characters fix the altar, the stained glass starts to 
emit a soft glow on the altar space and everyone caught in it 
receives one time +1 bonus to their AC for the next 24 hours. 
Lifting the altar requires a DC 15 Strength (Athletics) check 
or combined Strength of 30. 


S8: GRAVEYARD 


Stunted pine trees grow out of the rocky earth in the graveyard 
near the chapel's southern wall. Ancient gravestones burst 
from a thin crust of snow in the yard. Here and there skulls and 
bones line on the stone slabs or protrude from the 


soil. A black, wrought iron fence surrounds the burial ground. 


For some reason it remained impervious to rust. 


If the characters enter the graveyard, two flameskulls rise 
and attack them. Carved into each gravestone is the name of 
a long-dead priest or nun. Some of the names include 
Brother Martek, Brother Valen, Sister Constance, and Sister 
Lenora. 


SUN'S GRAVE 
One of the gravestones in the center of the graveyard is 


carved with roses and bears a 3-inch-diameter sun-shaped 
indentation on its east side. Engraved beneath the 
indentation is the name PETROVNA. If Tasha Petrovna's 
holy symbol (see section S29) is placed in the indentation, 
both the holy symbol and the indentation vanish. Then read: 


A ray of golden sunlight breaks through the clouds to the west 
and shines upon the grave. The fog and the gloom shrink from 
its brilliance as the sunlight causes the gravestone to crack 


and crumble, revealing a ring within. 
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WHY CHANGE? 

You might have noticed that the location of the 
Tasha Petrovna's holy symbol has changed. | don't 
think it makes sense to put it in the Castle 
Ravenloft and not have the party be able to take 
advantage of the magic item. Also, between the 
visit to Krezk and the exploration of the Castle, 
they will likely forget about the grave. However, if 
you think the Ring of Regeneration is too powerful 
an item at this point, you can keep the original 
location of the holy symbol. By the way, why does 
Tasha have two graves? 


bh, Reg 


The sunray lasts for 1 minute. If the characters smash the 
gravestone without placing Tasha Petrovna's holy symbol in it 
first or otherwise desecrates the grave, they find nothing 
within remains. 

The ring is a ring of regeneration. It requires a long rest for 
attunement. 


S9: WELL 


Close to the gravel path stands a stone, moss covered well. It 
is fitted with a wooden winch, from which dangles sad, frayed 
rope. The bucket seems to be missing. 


The well is 80 feet deep. Hiding 20 feet down is a roper. It 
attached itself to the wall, hanging horizontally. It is 
indistinguishable from a boulder blocking the shaft. It will 
emerge from the well and attack, if the party is not stealthy. 
Passing around the well undetected requires a DC 16 
Dexterity (Stealth) check (which is roper's passive passive 
perception). Use a group roll for this check if multiple 
characters try to sneak past the well 


The roper is familiar with Abbots sword, so it avoids it and 
doesn't attack if the characters are in his presence. 


S10: ORCHARD 


The winds bring a sweet smell of decay from the little apple 
orchard. Despite the cold and snow, the trees are heavy with 
ripe, soft fruit and the ground is littered with fallen apples. The 
orchard must have been tended in the past, but now is 


overgrown and wild. 


As in the case of the chapel, the Abbot refuses to enter the 
graveyard. However, he had to find a resting place for the 
unfortunate soulless that didn't survive his experiments. He 
decided to use the apple orchard and bury the bodies there. 
Over time a corpse plant bloomed, steadily sustained by the 
new bodies delivered by the Deva. The creature will happily 
attack anything that enters the orchard. The presence of the 
plant has also sustained the apple trees, but their fruit is 
poisonous. 

In the past the monks living in the Abbey used the apples to 
brew cider and distill spirits. 


E. 


REPLACING THE CORPSE PLANT 

If you don't have access to Mordenkainen's Tome 
of Foes or if you like recurring enemies, you can 
replace the corpse plant with a shambling mound. If 
your characters survived the deadly encounter in 
the Death House, this will be a nice reminder how 
far they got - at this level the shambling mound 
should be no match against a group of adventurers. 
BEEFING UP THE CORPSE PLANT 

Both the corpse plant and the shambling mound 
suffer from the fact that they can be trivially kited, 
making this encounter trivial and hardly exciting. 
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To beef the monster, give it the following action: 
Eject Corpse. The corpse plant catapults one of the 
bodies at a point it can see within 120 feet ofit. 
Upon impact, the corpse explodes and send a 
barrage of bone shards and bodily fluids. Each 
creature within 10 feet of that point must make a 
DC 15 Dexterity, taking 14 (4d6) piercing damage 
and 14 (4d6) poison damage on a failed save, or 
half as much on a successful one. 
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S11: BARN 


This timbered, decrepit building once had a coat of red paint. 
Over the years the paint peeled and faded, making the rotten 
wood surface again. Now the structure has an unsettling color 
of clotted blood. It's blacsk gambrel lost a few planks, 
exposing the dark ribs of rafters. There is a sliding door on the 


western side. 


The barn holds a beholder zombie with an entourage of 5 
Strahd's zombies. The Abbot slew the beholder some time 
ago, and left its body to rot in the Barn. His unholy presence 
brought the creature back to unlife. The zombie later killed 


an unfortunate party of adventurers that visited the Abbey, 
who joined as zombies. The monsters will not attack unless 
the characters open the sliding door. Closing the door again 
will not stop their advance though, as they will break through 
the door in the most cliche zombie-horror style. 

Searching the barn yields the remains of the equipment 
from the previous party: 128gp, 2 potions of greater healing 
and scroll of guardian of faith. 


$12: CHICKEN COOP 


This dilapidated shack is tilting to a side, as if it was close to 
collapsing under its own weight. The entrance is a dark, gaping 
hole, that reveals three layers of rotten shelves on each side. 


As the party approaches the coop, they will hear crunching 
sounds under their feet. If they scatter away the thin layer of 
snow, they will discover a bunch of small, avian skeletons. A 
successful DC 10 Intelligence (Nature) check reveals these 
are chicken skeletons. The chicken coop is empty. 
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WHERE IS EZMERALDA 

| omitted having Ezmeralda in the Abbey, because 
character's alienation in the Abbey will reinforce 
the mood. However, if you want the vampire 
huntress to be present, she will be literally cooped 
up here. Follow the information on page 154, 
chapter 8, section S19 about what Ezmeralda is up 
to. Alternatively, if the party is getting beaten up in 
one of the encounters on the abbey grounds, 
Ezmeralda might come with help. 
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$13: CONVENT HOUSE 


As the party reaches the convent house, the bells on top of 
the convent house will start ringing. This is not related to the 
party's arrival, but hopefully will unnerve them and convince 
them that they are expected. 


$14: VESTIBULE 


Two large, arched doors lead to a torch lit vestibule. A light 
scent of incense mixed with an odor of unwashed bodies 
permeates the room. On the walls there is ruined wood 
paneling with hooks for coats - on one of them hangs a 
pristine, snow white cloak. 

To the left the vestibule leads to stone stairs that get quickly 
obscured by deep, milky mist. There are also doors to the 
north and to the west. Weak cries of anguish and despair 
come from behind the western door. 


The cloak belongs to the abbot who wears when leaving the 
convent house. It has a permanent Prestidigitation and 
Mending cantrip woven into it, which continuously clean and 
repair it. The Abbot will be upset if someone steals it. 


S15: WESTERN DORMITORIES 


This long, dark hall has multiple doors on each side. The light 
from the vestibule barely illuminates it, leaving most of it 
covered in darkness. A layer of dust covers the floor and the 


corridor seems eerily quiet. 


When one or more characters reach the middle of the 
corridor, two wraiths will emerge from the border ethereal 
and attack the group. There is enough of old, dead bodies 


ER S16: EASTERN DORMITORIES 
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A cacophony of cries, pleas, screams and fits of maniacal 
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laughter drown all other sounds in this hall. The passage is 
brightly lit by torches on the left hand wall. On the right side 
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there are eight doors, all barred with crude wooden beams on 
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the outside. 
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Behind each door is a cell with D4 maimed Barovians. They 
all miss some of their limbs, which have been surgically 
removed and cauterized. The experience drove them insane, 
defeated and unwilling to escape. They will leave their cells 
only if forced to. 

The Abbot uses their body parts for food for his 
experiments and to keep improving Vasilka. After removal of 
the limb, he heals them to prevent bleeding to death. He 
regenerates their limbs as needed, trying to be practical about 
using his powers. He plans to cure their madness once he 
finds the cure for the soullessness. Until then desperate 
circumstances call for desperate measures. 


$17: SLEEPING CELL 
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This cold room is filled with rotten remains of a crude, 
wooden bed and simple wardrobe. Strewn on the floor are 
soiled clothes and there is a rusty chamber pot in the corner. 
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The sleeping cells have nothing of value, but some do contain 
remains of the dead monks. The remains are in some cases 
skeletons, in other mummified cadavers. There is no 
explanation as to why they differ. 

Some of the cells are barred from the outside. The more 
violent or insane monks have been confined in these cells and 
left to starve to death. There are claw marks on the doors 
from the inside. 
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E e This room contains a rusty iron tub and an empty barrel. On 
É : the left wall there are a few hooks and a shelf. 
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This used to be a simple bath used by the monks. There is 
nothing of value here. 


$19: KITCHEN 
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stoves. Above them hang rusted pots and pans, cleavers and 
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S x ladles. On the opposite side there are rotting barrels and 

3 ir similarly decaying cabinets above them. 

In the northern wall of the room there is a huge hearth with a 
black, cast iron cauldron hanging inside. Around the hearth sit 
for the wraiths to summon specters on every round. They three slumped skeletons in tattered robes. 

will also frequently hide in the cells, passing through the 

walls and closed doors, making it hard for the party to hit and 


harm them. Only after they exhaust their limit of specter Once the characters open the door to the room, the skeletons 
creations will they face the party directly. rise, screaming "They came to steal our food!". The skeletons 


are a deathlock and two deathlock wights. The deathlock 
will try to cast hunger of Hadar while the deathlock wights 
will pepper them with Grave Bolts. 

In the wester part of the kitchen there is a small pantry 
behind wooden doors, with empty shelves and barrels. 
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REPLACING THE DEATHLOCKS 
If you don't have access to Mordenkainen's Tome 
of Foes you can use Monster Manual replacements. 


« For the deathlock use the stat block of bone 
naga that was a spirit naga in life, but replace 
lightning bolt with hunger of hadar. 

« For the deathlock wight use a regular wight stat 
block. Describe the Longbow attacks as Eldritch 
blasts and Longsword attacks as large meat 
cleavers (don't forget to growl "Fresh Meat!" as 
the wights close on the characters). 


$20: DISTILLERY AND BREWERY 


Scent of fermented apples fills this large, yet cluttered room. 
Kettles, vats, barrels and stills leave little room to move 
around. The equipment made from metal is rusty and run- 


down, the one made from wood is warped and rotten. 


This used to be a distillery run and a brewery run by the 
monks in the abbey. The equipment is old and derelict, but 
with some care or mending cantrip could be restored. If the 
Winery was destroyed by the Wintersplinter, the Martikov 
family might be interested in starting new business here. 
They could either be brewing beer (dark and hoppy "Blue 


Raven") and apple cider or distilling vodka (if the characters 
defeat Strahd soon to be a famous Barovian spirit - "The 
Count"). 

If the characters search the room, in the north east corner 
there are stairs leading down to the wine cellar. 


S20A: WINE CELLAR 


The stone steps descend twenty feet to a cellar that contains 
ten barrels of wine and an L-shaped wooden rack packed with 
wine bottles. 


The barrels in the center of the room are empty. The wine 
names are emblazoned on the barrels, as is the winery's 
name: the Wizard of Wines. The barrels against the east wall 
contain Purple Grapemash No. 3, a cheap wine. The four 
barrels against the south wall contain Red Dragon .Crush, a 
fine wine. The wine racks contain thirty three bottles of 
Purple Grapemash No. 3 and twenty-four bottles of Red 
Dragon Crush. 


TREASURE 
Among the wine bottles on the rack is one with no stopper 


and a label that reads "Champagne du le Stomp." it contains 
a rolled-up spell scroll of heroes' feast. 


S21: MISTY CHAMBER 


The fog is as thick as milk. It completely obscures the space to 
which the stone steps lead. 


There are three vampiric mists lurking in the fog. They are 
results of early, unsuccessful experiments of the Abbot. They 
will attack anyone who enters into the ball If all vampiric 
mists are destroyed, the fog disappears. 
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REPLACING THE VAMPIRIC MIST 

If you don't have access to Mordenkainen's Tome 
of Foes you can replace the vampiric mists with an 
invisible stalker. Describe it as the mist 
materializing and attacking one of the characters. 


bh, gg of 
$22: OPERATING ROOM 


The metallic smell of blood and formalin fills the room. There 
are glass cabinets on the walls filled with vials, beakers and 
jars. In the corner stands a small, steel pulpit with surgical 
equipment on it. 

In the center there is a large, bloodstained table upon which 
lies a shivering, pale man, missing his right leg. He appears 
unconscious, but whimpers as if in pain. Next to him stands a 
purple, translucent figure that resembles the lying man. 
However, the bottom half of the creature is a writing mass 


of flesh-like substance. 


The creature tormenting the maimed Barovian is an adult 
oblex. The Abbot captured an oblex spawn creeping around 
the Krezk recently and decided that perhaps it might have 
been sent by the Morninglord to solve the mystery of 
soullessness. He decided to allow it to feed on one of the 
Barovians, hoping that prolonged suffering might purify the 
poor wretch and let it gain a soul The effects are quite 
different from expected and the Abbot expects to terminate 
the experiment soon. 

The oblex will happily follow the party and try to use them as 
a new source of sustenance. If the party retreats and tries to 
hurt it from afar, the creature will exit through one of the 
windows and later surprise the party in a different location. 


Ee 


REPLACING THE OBLEX 

If you don't have access to Mordenkainen's Tome 
of Foes you can replace the oblex with black 
pudding but allow it to cast charm person (as 5th 
level spell) and hold person (as 3rd level spell) on 
demand using its wisdom score. 


D 


TREASURE 
The cabinets contain one full Healer's Kit and a vial of 


Crawler Mucus that the Abbot uses to paralyze his victims. 


S23: SCRIPTORIUM 


For a short while a faint sound of shuffled papers and quills 
scribbling can be heard in this room, but it fades away quickly. 
This large room is cluttered with overturned standing desks, all 
ruined and rotten. Bookshelves cover all walls, but many of 
them collapsed, leaving heaps of books on the floor. In the 


middle of the room lies a battered, iron chandelier, covered in 
rust and cobwebs. 


This used to be a library and scriptorium, where the monks 
wrote and copied books. It is mostly ruined, the damp made 
the books rotten and unreadable. However, with a successful 
DC 15 Intelligence (Investigation) check the characters can 
find a still readable wizard spell book, from which a few 
spells can be copied. 


TREASURE 


The spellbook contains the following wizard spells: 

1st level: protection from evil and good 

2nd level: banishment, continual flame, gentle repose 
3rd level: magic circle, remove curse, glyph of warding, 
tongues 

Ath level: banishment 


S24: MONSTER CELLS 


Growling, hissing and sinister whispers come from behind the 
barred doors that run on the left of the long, straight hall. 
Every door is fitted with a locked hatch at the eye level and a 
food slot at the bottom. The corridor is brightly lit by torches 
on the right wall. 


The Abbot holds the results of his experiments in these cells, 
until he is able to control them and release them into the 
Abbey grounds. The cells hold one each of: vampire spawn, 
werewolf, nothic, mummy, ghast and a flesh golem. Every 
monster has its own cell The creatures are aggressive, but 
mostly can't harm the characters through the door. 


The exceptions are the nothic, which will use Rotting Gaze 
action and the mummy which will Dreadful Glare if a 
character opens the viewing hatch and looks into their 
respective cells. 


S25: SMALL CHAPEL 


The scent of incense overcomes the persistent odor of decay 
that permeates the rest of the convent house. There are 
simple, wooden benches on each side and the path between 
them leads toward a small altar, with a relief of the rising sun 
on its front. The eastern wall is adorned with two large stained 
glass windows. Both depict holy figures - one male, one 
female. At their feet, images of unrolled scrolls spell their 
names - St. Andral and St. Markovia. 

Behind the altar a somber figure in monk robes floats above 
the ground. It is motionless, except for its lips, that keep 
moving as if they were uttering an endless prayer. 


This small chapel was used by the monks in case they had to 
fortify the convent house and abandon the rest of the abbey 
grounds. The floating figure is a ghost of the abbot from the 
time of St. Markovia's rebellion. He refused to join the 
insanity in the Abbey and instead continued his prayers to the 
Morninglord. His petitions remained unheard and he starved 
himself to death. The corruption of the Deva brought him 
back alongside other spirits, but he is confined to the chapel. 
He is not aggressive and will offer information, provided that 
the party expresses the intent of getting rid of the angel. 

The ghost always refers to the Abbot as the Usurper. He 
shares the following information: 


e St. Markovia was a holy woman who led a rebellion 
against Strahd, but failed. Her body must be somewhere in 
the Castle Ravenloft. Relics of holy people are often 
powerful artifacts. 

e After the rebellion the monks sealed themselves in the 
Abbey, to protect themselves from Strahd, who was 
hunting them. As the supplies dwindled, they started 
fighting over food and eventually killed each other or 
starved. 

e As the Usurper descended into madness, his corruption 
summoned the spirits of the dead monks - most of them 
still insane and dangerous. Until the Usurper is destroyed, 
the Abbey will remain haunted. 

e The Usurper is afraid of the judgement of the 
Morninglord. He knows he transgressed and will face 
punishment, so he avoids places associated with his deity. 
He is also afraid of the properly blessed holy symbols of 
the Morninglord - his servant could use such symbols to 
weaken the Deva. 


S26: REFECTORY 


This room is brightly lit by four torches and light coming from 
a large, stained glass window on the eastern wall. A cauldron 
sits on an iron rack above a fire in a hearth. There are hooks 
above the fireplace mantel, but whatever was supposed to 
hang there is missing. Several chairs surround a wooden table 
that stretches nearly the length of the room. Wooden dishware 
and gold candelabras are neatly arranged on the table, standing 
behind which is a young woman with alabaster skin dressed in 


atorn and soiled red gown. Her auburn hair is neatly bundled 
so as not to touch her soft shoulders. She seems lost in her 
own thoughts. 


The Abbot is normally here, If he is here, add: 


A handsome young man in a brown monk's robe gently takes 
the woman by her hand. A painted wooden symbol that 
depicts the sun hangs from a chain around his neck. He moves 
with the grace of a saint. 


The Abbot is a deva in disguise (see appendix D, as well as 
"Something Old" in the "Special Events" section at the end of 
this chapter). He wears a fake symbol of the Morninglord 
around his neck, as he fears putting on a real one, made from 
blessed metal. The woman in the tattered red gown is 
Vasilka, a flesh golem that has been exquisitely put together 
to serve as Strahd's bride. Characters within 5 feet of Vasilka 
can see the seams in her powdered skin where disparate 
body parts of prisoners have been carefully stitched together. 

The Abbot is teaching Vasilka the finer points of etiquette. 
He also intends to teach her how to dance. Vasilka obeys his 
every command. She can't speak but lets loose an unholy 
scream if harmed. If driven berserk, she fights until the Abbot 
reasserts control or until she is destroyed. She has the 
supernatural strength of a typical flesh golem despite her 
smaller size. 

The Abbot has no desire to harm the characters. He knows 
that Strahd has brought them to Barovia for a reason and 
doesn't want to thwart Strahd's plans for them. His calm, 
pleasant demeanor changes if they become hostile or if they 
threaten Vasilka. He sheds his disguise and assumes his true 
angelic form, hoping that sight is enough to make them back 
down. 

The Abbot would like to find a proper bridal gown for 
Vasilka. If the characters seem friendly, he asks them for help 
in locating one. In exchange, he offers his magic, agreeing to 
cast raise dead up to three times on their behalf, or give them 
each the benefit of his healing touch. If they decline to help or 
behave rudely, he orders them to leave the abbey at once, 
attacking them if they refuse and doing his utmost to keep 
Vasilka safe. 

If asked about the tormented Barovians or monstrous 
creatures, the angel will happily explain the reason for 
keeping them around. While his interest in finding the cure 
recently waned, his curiosity might be sparked again if the 
party would like to help. In such a case the Abbot will explain 
that he recently heard about raven people living in Barovia 
and apparently all of them have souls. Perhaps they hold the 
secret to the curse. Deva will ask the party to procure one 
such person for him. In truth, Strahd has mentioned that to 
him, hoping to cause a rift between the angel and the 
wereravens in Winery. He hopes it will lead to a conflict that 
he can enjoy from afar. 

A cleric or paladin of Morninglord/Lathander can use a 
bonus action to raise holy symbol and make the Abbot suffer 
disadvantage on all attacks and ability checks, as he is 
overcome with anguish of the judgement that awaits him. If 
the party doesn't have a cleric or paladin, but they want to 
face the Abbot, they can try to enlist either Donavich from the 
Village of Barovia or father Lucian from Vallaki. The Deva 


focuses his rage at the creature with the holy symbol and 
attacks it immediately. 

Should the party fight the Abbot and tide turns against him, 
he will try to escape. Most likely the angel will attempt to 
break through the stained glass on the eastern wall and fly 
away. He will seek help in the Castle Ravenloft, complaining 
about murderous foreigners bothering him in his sanctuary. 


S27: RINGER ROOM 


Two sturdy, long ropes dangle from the shaft above the room. 
On one of the ropes, hanged by the neck, swings a skeleton in 
tattered robe and scapular. Suddenly, violent red flames appear 


in his eye sockets and it raises its arms in a malicious manner. 


The skeleton is a deathlock mastermind of a monk who 
chose to hang himself instead of starving to death in the 
Abbey. He will attack the party on sight and if they try to 
retreat, it will use his free action to untether himself from the 
rope and pursue them. 

The shaft leading to the belfry has handles for hands and 
feet allowing anyone to reach the bells. The view of Barovia is 
breathtaking from there and grants the viewer an Inspiration. 
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REPLACING THE DEATHLOCK 

If you don't have access to Mordenkainen's Tome 
of Foes you can replace the deathlock mastermind 
with a Mage, but bump its hitpoints to 100. 


$28: HOSPITAL 


Even though this room has large windows on the north wall, it 
is completely dark. The leaded glass turned black and prevents 
the light from shining through. There is a row of beds on each 
side of the room. The mattresses have rotten away, leaving 
only the rusted skeletons of box-springs. On the opposite side 
of the room is a large wooden dresser. 


The windows blackened due to the presence of angry spirits. 
These are the patients that were treated when the Abbey was 
sealed. When the infighting began, they were left alone to 
succumb to their wounds and hunger. They hide in the 
Border Ethereal and will emerge when a living creature 
reaches the middle of the room. The spirits are wraith, 
ghost, specter and a shadow. They will follow the characters 
that try to leave the room until destroyed. 


TREASURE 
The dresser has 3 superior healing potions and a silver holy 


symbol that fits into the relief on the sun grave in S8. 


S29: NURSERY 


This room contains the wreckage of old wooden cribs. Unlike 
in other chambers, the windows here are not narrow murder 
holes, but instead take up to half of the height of the wall and 


| let a lot of light in. 


If the characters search the room, one of them (determined 
randomly) sees a figure reflected in the window glass: a nun 
in white robes, standing in the doorway. A look back toward 
the door reveals nothing there, and the reflection can't be 
seen again. 


FORTUNES OF RAVENLOFT 
If your card reading reveals that a treasure is here, it is under 


the wreckage of one of the cribs. 


